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/EINPresswire.com/ -- The Virtual

Reality In Education market is

dominated by a mix of global

technology leaders and specialized

immersive learning providers.

Companies are focusing on AI-powered

learning analytics, cloud-based VR

content delivery, and scalable classroom deployment frameworks to strengthen market

presence and improve accessibility across schools, universities, and vocational training institutes.

Understanding the competitive landscape is essential for stakeholders seeking curriculum

partnerships, institutional adoption, and long-term growth opportunities in immersive education
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ecosystems.

Which Market Player Is Leading the Virtual Reality In

Education Market?

According to our research, Meta Platforms Inc. (Reality

Labs) led global sales in 2024 with a 3% market share.  The

Reality Labs (RL) division of the company is totally involved

in virtual reality in education market, provides virtual

reality, augmented reality, mixed reality, and immersive

digital experience technologies through hardware,

software, and platform development. It focuses on building

technologies for virtual environments, wearable devices, spatial computing, and digital

interaction systems that support entertainment, collaboration, gaming, education, and future

virtual ecosystem development.

http://www.einpresswire.com
https://www.thebusinessresearchcompany.com/report/virtual-reality-in-education-global-market-report?utm_source=EINPresswire&amp;utm_medium=Paid&amp;utm_campaign=Mar_PR
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How Concentrated Is the Virtual Reality In Education Market?

The market is fragmented, with the top 10 players accounting for 12% of total market revenue in

2024. This level of fragmentation reflects the sector’s evolving nature driven by diverse content

needs, varying education budgets, and ongoing challenges such as interoperability, localization,

and teacher training. Leading vendors such as Meta Platforms (Reality Labs), Alphabet (Google),

Lenovo, Microsoft, and Sony influence the ecosystem through strong hardware portfolios,

platform ecosystems, and large R&D investments, while smaller firms focus on specialized

educational content and services. As institutional adoption accelerates, consolidation, strategic

partnerships, and differentiated curriculum-focused solutions are expected to strengthen the

position of major players.

•Leading companies include:

oMeta Platforms Inc. (Reality Labs) (3%)

oAlphabet Inc. (Google LLC) (3%)

oLenovo Limited (2%)

oMicrosoft Corporation. (1%)

oSony Group Corporation (1%) 

oeXp World Technologies LLC (1%)

oSamsung Electronics Co Ltd (1%)

oHTC Corporation (0.5%)

oLabster ApS (0.3%)

oEON. Reality Inc (0.2%)

Request a free sample of the Virtual Reality In Education report:

https://www.thebusinessresearchcompany.com/sample_request?id=5611&type=smp&utm_sour

ce=EINPresswire&utm_medium=Paid&utm_campaign=Mar_PR

Which Companies Are Leading Across Different Regions?

•North America: Samsung Electronics Co., Ltd., Lenovo Group Limited, Sony Group Corporation,

Microsoft Corporation, Alphabet Inc. (Google LLC), Meta Platforms, Inc., UP360 Pte. Ltd., XpertVR

Ltd., Silverback VR Ltd., BEYON4D FZ-LLC, Fourboxes Innovation Ltd., STRIVR Labs, Inc., EON

Reality, Inc., zSpace, Inc., Osso VR, Inc. and Uplift Aerospace, Inc. are leading companies in this

region.

•Asia Pacific: Lenovo Group Limited, Sony Group Corporation, Microsoft Corporation, Alphabet

Inc. (Google LLC), MindFlight7, VR Centre Pty Ltd, Metaverse Learning Australia Pty Ltd, DPVR

(Shanghai Lexiang Technology Co., Ltd.), Henan Huanyu Information Technology Co., Ltd., Fly VR

(Beijing Lingxi Technology Co., Ltd.), Irusu Technologies Private Limited, GreyKernel Technologies

Pvt. Ltd., Simulanis Solutions Pvt. Ltd., HTC Vive (High Tech Computer Corporation), SeiRogai, Inc.,

AOMINEXT Co., Ltd., FOVE, Inc., Samsung Electronics Co., Ltd., Newbase (Newbase VR Technology

Co., Ltd.), EON Reality, Inc. and VVR Co., Ltd. are leading companies in this region.

https://www.thebusinessresearchcompany.com/sample_request?id=5611&amp;type=smp&amp;utm_source=EINPresswire&amp;utm_medium=Paid&amp;utm_campaign=Mar_PR
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•Western Europe: Samsung Electronics Co., Ltd., Lenovo Group Limited, Sony Group Corporation,

Microsoft Corporation, and Alphabet Inc. (Google LLC), Clear Pixel Limited, Veative Group Pte.

Ltd., Uptale SAS, Avantis Systems Ltd. (ClassVR), Alchemy Immersive Ltd. (Alchemy VR), ThingLink

Oy, Emperia Limited, and MEL Science UK Ltd are leading companies in this region.

•Eastern Europe: Samsung Electronics Co., Ltd., Lenovo Group Limited, Sony Group Corporation,

Microsoft Corporation, and Alphabet Inc. (Google LLC), SmartSchool Education Pvt. Ltd. and

Brainly Spółka z ograniczoną odpowiedzialnością (Brainly Sp. z o.o.)  are leading companies in

this region.

•South America: EON Reality, Inc., Bugaboo Studio S.L., VRMonkey Tecnologia Ltda., Loox Studios

B.V., ReVirtua Ltd., Yoy Simulators S.L., and Xnova 360 S.L. are leading companies in this region.

What Are the Major Competitive Trends in the Market?

•Immersive STEM and career-readiness labs deployed by schools via AR and VR partnerships are

transforming to enhance science, engineering and technical education in a hands-on, risk-free,

and engaging way. 

•Example: zSpace, Inc. GEMS Education to deploy immersive AR and VR STEM (October 2025)

assigns practical lab experience even when physical labs are limited. 

•This innovation marks the integration of immersive AR and VR technologies into mainstream

STEM curricula to enhance experiential learning. 

Which Strategies Are Companies Adopting to Stay Ahead?

•Launching curriculum-aligned immersive learning content and classroom-ready VR hardware to

strengthen market position

•Forming strategic partnerships with schools, universities, and ed-tech providers to expand

institutional adoption

•Investing in AI-driven learning analytics and personalized training platforms to improve learning

outcomes

•Leveraging cloud-based VR content delivery platforms for scalable deployment and remote

immersive learning

Access the detailed Virtual Reality In Education Market report here: 

https://www.thebusinessresearchcompany.com/report/virtual-reality-in-education-global-

market-report?utm_source=EINPresswire&utm_medium=Paid&utm_campaign=Mar_PR

The Business Research Company (www.thebusinessresearchcompany.com) is a leading market

intelligence firm renowned for its expertise in company, market, and consumer research. We

have published over 17,500 reports across 27 industries and 60+ geographies. Our research is

powered by 1,500,000 datasets, extensive secondary research, and exclusive insights from

interviews with industry leaders.

We provide continuous and custom research services, offering a range of specialized packages

tailored to your needs, including Market Entry Research Package, Competitor Tracking Package,

Supplier & Distributor Package and much more.
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Disclaimer: Please note that the findings, conclusions and recommendations that TBRC Business

Research Pvt Ltd delivers are based on information gathered in good faith from both primary

and secondary sources, whose accuracy we are not always in a position to guarantee. As such

TBRC Business Research Pvt Ltd can accept no liability whatever for actions taken based on any

information that may subsequently prove to be incorrect. Analysis and findings included in TBRC

reports and presentations are our estimates, opinions and are not intended as statements of

fact or investment guidance.
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This press release can be viewed online at: https://www.einpresswire.com/article/897500624

EIN Presswire's priority is source transparency. We do not allow opaque clients, and our editors

try to be careful about weeding out false and misleading content. As a user, if you see something

we have missed, please do bring it to our attention. Your help is welcome. EIN Presswire,

Everyone's Internet News Presswire™, tries to define some of the boundaries that are reasonable

in today's world. Please see our Editorial Guidelines for more information.
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